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SUNSOFT® Limited Warranty 


SUNSOFT® warrants to the original purchaser only that the Game Pak provided 
with this manual and the software program coded on it will perform in 
accordance with the d ions in this manual when used with the specified 
equipment, for a period of 90 days from the date of purchase. If the program is 
found defective within 90 da purchase, it will be replaced. Simply return the 
Game Pak to SUNSOFT® or its authorized dealer along with a dated proof of 
rchase. Replacement of the Game Pak, free of charge to the Galil purchaser 
fexcent for the cost of returning the cartridge) is the full extent of our liability. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING 
THOSE OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, IF 
APPLICABLE, ARE LIMITED IN DURATION TO 90 DAYS FROM THE DATE OF 
PURCHASE OF THIS PRODUCT. 


SUNSOFT shall not be liable for incidental and/or consequential damages for the 

breach of any express or implied warranty including damage to propery and, to 

the extent permitted by law, damages for personal injury, re if SUNSOFT fae 

been advised of the possibilit of such damages. Some states do not allow the 

exclusion or limitation of incidental or consequential damages or limitations on 

ay pig an implied warranty lasts, so the above limitations or exclusions do not 
0 YOU. 


This warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal, state or municipal law which cannot be pre- 
empted. This warranty gives you specific legal rights and you may also have 
other rights which vary from state to state. 
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| WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE | 
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK. 


Thank ‘You... 


Please read this instruction booklet carefully before 
starting to play the In doing so, you will be able 
to save even more Lemmings! Be sure to Keep this 
manual in a safe place. These helpless critters are 


counting on you! 
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‘What is a Lemming? 


Lemmings are actually very small rodents that live in 
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1ers fer years. 
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At the start each player is equipped with the same 
number of skilled Lemmings. 


In the first level 40 BLUE Lemmings and 40 GREEN 
Lemmings will appear. Lemmit s saved in previous 
levels are added to players’ initial 40 for the next level. 
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40 (BLUE) Lemmings 


# Saved: 15 (GREEN) Lemmings 
12 (BLUE) Lemmings 


52 (BLUE) Lemmings 


Note: The most Lemmings you will ever have to save 
per level is 80. You will not receive any more 

The screen is divided in half so that each player can 

see the playing field from their own perspective. This 
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Two Player Game eoninues 


Each level contalne a BLUE ex and a IRE 
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How toUse the Controller 


me Se eee 


When the title screen appears press Select and Start to 
see the Controller Settings. Select either Pad 1 or Pad 2 
to adjust settings to what is comfortable for you. If you 
choose not to change settings the following is standard 
set-up for the joy pads: 





Left Top - Hold down to scroll the screen to the left. 
Right Top — Hold down to scroll the screen to the right. 
L-Top or R-Top + B-Button = scroll speed up. 
Control Pad — Moves the cursor in all directions 
~ Scrolls the screen in left and right 
directions 
Control Pad + B-Button = cursor speed up 
Select Button - Used with other buttons 
Select + Start = will restart level (during game play) 








: Lemming 
” icons at the bottom of the screen to the 


ion — Moves “selection box" over the Lemming 
Cone ok the bolicos of ne Seen to te eke 


Cursor + A-Button ~- Selects a particular Lemming icon 
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~- Gives Lemming the selected skill 
(when the cursor is placed over a 
Lemming) 


~ Warps to areas on the play screen 
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- Speeds up or slows down release 
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1) Selected Lemming's Particular Task or Action 
- To view this, move the cursor over the Lemming. 





2) Control for Lemming release rate 
- Cursor used with A-Button will speed up (+) or 
slow down (-) rate of Lemming release. 


3) Amount of Tasks that can be selected in that level. 
~ If there is no amount, the task cannot be selected 


4) Lemming Bomb 
- Set cursor over this icon and press the A-Button 
twice to exterminate all the Lemmings on the 


screen. 





5) Level Map 
~ The box in the map indicates the portion of the 
level you are viewing on your screen. 


~ You can move to another area on the screen 
without scrolling by placing the cursor on a 
particular area on the map and pressing the 
A-Button. You will warp to that area on the screen. 


6) Timer 
- Complete the level before the time runs out. Time 
varies depending on level and difficulty. 


7) Percentage of Lemmings Saved 
- Indicated as Lemmings pass through the exit. 


8) Number of Lemmings Currently on screen. 











Skills and/or Tasks 


Skills and tasks may be limited in some levels. For 
example, Builders may not be available or only a 
certain number available for use. You must conserve 
skills and use them wisely in your plan to save the 
Lemmings. 





When selected, the Lemming will scale anything that 
stands vertically in his path. Once you have 
eee 









FALLING. Once selected, he will remain a Floater for 
the duration of the level (See Climben). 
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Blocker 


Eis Lerner) Sell stop odses Leramings 
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commanded during mining to do another task. (See 
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WAVER - A Builder who has finished building. 


ATHLETE - A Lemming who has been comn 4 to 
do more than one skill. |e, A Climber and A moter 


Other ‘Points 
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A Lemming designated as a Climber or Floater retains 
these skills until the current level is ended or until he 
perishes. 


All other icon skills take effect as soon as a Lemming is 
selected ~ make sure there is something to dig in front 


of a Basher or he will give up right away and you will 
have wasted a skill. A 


A Blocker will stop the other L ling 
only if they bump into his hands. 


Basic Command Guidelines 














Solution 1: | a Basher to dig across through 








Solution 3: Build a bridge up to the top of the wall. 
OK Use a Combination of Commands: 
Solution 4: ee ee een Nae 








and tunnel out across under the trap. 
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1) eke the feet Peng ie a bestia whet to 

| foe au the tap ol ie sree Make the second 
Lemming into a Blocker to isolate the first Lemming 
| 20. from the others. 

















2) Once he makes it through the two columns, turn 
him into a Builder. Lewes you rater Duling 
just as the Lemming is about to fall off of the u 
part of the level so that when he lays down his 
Fic: he will tan ercunid’ cmd head (arcs Geen 


35) Before he reaches the Blocker tum him into a Miner 
jose his footing and begin walking The Blocker will 


dig unti Fouidil tiie Gor 
The other Lemmings will walk to the riabt. over the 
bridge and exit. 


4) Just as the very last Lemming climbs across the 
ge Vert ist ve ee Oey ae eae 










5) There are still two Lemmings that must exit. Turn 
en into bets Soo ney wile ue te me 


platform where the exit is. 





SION Told I gn pall Are yon ae you sae 
every last Lemming? Just when you thought you save 
the species - we foundanorel Halls Hight SiaGr Hiss 
added 5 more bonus levels to tax your ticker - and 
they're real doozies! 


can save last | w stragglers and earn the honor 
worthy of viewin ‘the grand finale Gen 
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SUNSOFT 


11165 Knott Ave. 
Cypress. CA 90630 
(714) 891-4500 


Sunsoft®is a registered trademark of Sun Corporation of America. PSYGNOSIS 
and LEMMINGS and all related characters and logos are trademarks of 
PSYGNOSIS LIMITED and are used with permission. Published under license 
from PSYGNOSIS LIMITED. Licensed in conjunction with JPI. Nintendo® and 
Super Nintendo Entertainment System® are registered trademarks of Nintendo of 
America. Inc. © 1992 Sun Corporation of America. 


Printed in Japan. 


